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//windows specific code for creation of 2 full screen windows 

//Function is called twice, once for each display. 2 displays for 2~ey.es. 

bool WindowCreate ( int Id, 

HIW3TANC5 WluoLauctJ, 

char* pWindowName, 
char* pClassName, 

HWND5 hwnd, 

HWND6 parenthwnd) 

{ 

WND CLASS wr; . 



Mi 



□ 

m. 



wc. style 
i£(ld==0) 

wc . IpfnWndProc 

else if (Id— 1) 

wc. IpfnWndProc 

©15© 

a*t*ort (0) / 

wc.cbClsExtra 
wc. cbWndExtra 
wc. hlnstance 
wc.hlcon 
wc .hCursor 
wc . hbrBackground 
wc . lps zMenuName 
wc . IpszClessName 



0; 



= (WNDPROC) WndProcl; 



(WNDPROC) WndProcl; 



- 0; 
« 0; 

- hlnstance; 
= NULL; 

= (HCURSOR) NULL; 

= {HBRU$H)COL0R_INACTIVECAPTION; 

= NULL; 

= pClassName; 



8 ! 



if ( !RegisterClass Uwc) ) 
( 

oprintf (pDebugText , "negi^tcrClosa (4wc) FAlLECAu") 
OutDebugErrorMsg () ; 
return false; 



int thisone = 0; 

//this part is critical for Atlantis. Allows 2 FULL screen, Uxrrtwor* accelerated windows 
//the poorly documented WS POPUP] WS VISIBLE flags make a 
// window without borders, ie windowed, but FULL SCREEN 

//2 "real" FULL SCREENS i$ impossible, because first "real" FULLSCREEN sets exclusive mod**. 

hwnd = CreateWindow (pClassNaine, 

pWindowName, 
WS_POPUPI W5_VISIBLi , 
CWJJSE DEFAULT, 
CW_USE DEFAULT , 
ScrccnWidth, 
ScreenHeight, 
parenthwnd, 
NULL, 

hlnstance, 
NULL) ; 

// If the main window cannot be created, terminate 
// the application. 
if (hwnd == 0) 
( 

sprintf (pDebugText, "hwnd--- NULL : FAILEDW); 
OutDebugErrorMsg { ) ; 
return false; 

> 

if (Id— 0) 

{ 

//position first window at 0,0 on monitor 1 assumed to be at 640x480 
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^ s ^tWindowPos(hwnd / HW>3D_TOPMOST,0,0 / Scr6enWidth,ScreenHeight,SWP_SHOWWINDOW ) ; 
ir (iu==i) 

{ 

//positio/j second window at 0,0 on monitor 2 assumed to be at 640x460 

SotWindowPos (hwnd^WND^TOPMOST^CTUALOcrccnWidth^^^ic^nWidth^ScreGnHeight^WP SHOWWINDOW ) 



} 



//D3D8 creation of 2 devices 

//debug idefines. allovs fox: programmer to debug system using 1, or 2 , or both devices simultaneous! 
y. 

'//for release, both are defined. 

// ACCELERATOR 1 AVAILABLE 

// ACCELERATOR 2 AVAILABLE 

int InitializeHardware(HINSTANCE hlnstance) 

( 

WNDCLASS wcl; 
WNDCLA55 wc2; 

P static char *CLASS NAMEl » "CIASS1"; 

Q static char *CLASSJJAME2 = "CLASS 2 " ; 

static char *WTNnnWJflaMF.l = "Window 1"; 

s=^ static char *WIND0W~NAME2 - "Window 2"; 

« Di$kFile=fopen ("c: WbackuoN \Dua3.Tes t . TXT", "w") ; 
]=f? fprintf (DiskFile, "Atlantis CyberspaceW) ; 
fjj fclose(DiskFile) ; 

SJ 

- Sprintt (pDeougText, "-InitializeHardware- W ) ; 
s OutDebugErrorMsg ( ) ; 

H // 



HWND Dcsktopwjndow = GetDesktopWindow ( ) ; 
Q WindowCreate (Chins tanc©, WIND0W_NAME1, GLASS_NAMEl p g w hvmdl/ Desktopwindow) ; 

jjjr #ifde? ACCELERATOR_2_AVAILABLE 

M WindowCreate{l, hlnstance, WINDOW NAME2, CLASS NAME2,g hwnd?,g hwndi) ; 

\e$i%mdi,f//ACCELERATnZ_P_ m *V*TT.*Qljr ~ ~ 

// 



#ifde* ACCELERATOR^]. ^AVAILABLE 

pEnu* ■ Direct 3DCreate8 (D3D_SDK VERSION); 

ir (ptnuiu == NULL) 

{ 

sprintf (pDebugText, "Direct3DCreate8 DevicQ 1 : FAILEDW); 
OutDebugErtOiMay ( ) ; 
return -1; 

} 

**ndx£//ACCEL£SUiTOF 1 AVAILABLE 



#ifdef ACCELERATOR_2_AVaTT.MT.- 

pEnum2 = Direct3DCreate8 (D3D_SDK_VERSI0N) ; 

if (pEnum2 NOLL) 

( 

sprintf (pDebugText, "Direct30Cr'eate8 Device 2 : FAILEdW); 
OutDebugErrorMsg ( ) ; 
return -1; 

) 

# endi f //ACCELERA TOR_ 2 A VA I LABLE 

// 



#ifde£ ACCELERATOR^ JWAI LABLE 

Dovics?Croate(g_hwndl7pEAvm,g_d3ddevl, D30ADAFTER_D£FAUl*T> ; 
# endi f //ACCELERA TOR_ 2_ A VA XIABLE 
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#ifd©£ ACCE LERATOR_2_AVAI LABLE 
Devicecreate (g_hwnd2, pEnum2 , g_d3ddev2, 1 ) ; 
*mait//ACC±:L>£HATOH z available 



// 



#ifd©f ACCE LERAT OR_ 1 _AVA I LABLE 
ShowWindow(g_hwndl7 SW_S HOWDE FAULT ) ; 
nnH^roW«i r»Hov:Tg_hwndl ) ; 
#endif / /ACCELERATOR^ ^AVAILABLE 

#ifd*f ACCE LERATOR_2_AVA I LABLE 
ShowWindow(g_hwnd2, SW_SHOWDE FAULT) ; 
UpdateWindow{g_hwnd2) ; 
# endif //ACCELERATOR^ AVAILABLE 



// 

if ( g_d3ddevl ) ~ ~ — 

< 

g_d3ddevl->SetRen.derState (D3DRS_LIGHTING, FALSE) ; 
g_d3ddevl->SetRenderState (D3DRS_ALPHABLENDENABLE, FALSE) ; 
g_d3ddevl->SctRcndcrState { D3DInG_FILLMODE, D3DFILL_SOLID) ; 

|4 g_d3ddevl->SetRender5tate (D3DRS_CLIPPING, TRUE) ; 

S g_d3ddevl->SetRenderStat© (D3DRS_Z ENABLE, FALSE) ; 

Q g_d3ddevl->SetRenderState (D3DRS_ZWRITEENABLE, FALSE) ; 

g_d3ddevi->SetTextureStageState (0, D3DT3S_MINFILTER, D3DTEXF_LINEAR) ; 
H» g_d3ddevl->SetTextureStageState (0, D3DTSS MAGFILTER, D3DTEXF_LINEAR) ; 
g g_d3ddevl->5etTextureStageState (0, D3DTSS_MIPFILTER, D3DTEXF POINT); 

ess! j 

^ if (g d3ddev2) 

9_d3ddev2->3etR«s.uU*sL Slate* ( D3D* SLIGHTING, *XLiit;j ; 
J s g_d3ddev2->SetRenderStatc (D3DKS_ALPHABLEN DEN ABLE, FALSE) ; 

g_d3ddev2->SetRenderState ( D3drs_F.T LLMODE , D3DFILL_S0LID) ; 

q g_d3ddev2->SetRenderState (D3DRS_CLIPPING, TRUE) ; 

jftj a_d3cdev2->SetRenderState (D3r>R.s_7.F.NaRT.F, p-jit^e) ; 

p g_d3ddev2->SetRenderState (D3DRS_2WRITEENABLE, FALSE) ; 

H» g d3ddev2->5etTextureStageState (0, D3DTSS_MINFILTER, D3DTEXF_LINEAR1 ; 
g~d3ddev2->SetTextureStageState (0, D3DT5S_MAG FILTER, D 3 DT EX F_L I NEAR ) ; 
g_d3ddevl->$etTextureStageState (0, D3DTSS MIPFILTER, D3DTEXF POINT) ; 

} 

Initial izexextureManager ( ) ; 
dual_RestoreVertexBuff ers () ; 
ResetBindTextureOrderL.ist 0 ; 
d3d_InitMat:rixCt»ck («g_ModclView3tacK ) ; 
d3d_InitMatrixStack ( &g_?rojectionStack) ; 

g_Viewport.Y = 0; 

g_Viewport .Width = 64 0; 
<?_Viewport . Heigh t = <JfiO; 
g^Viewport .MinZ = 0.0; 
g^viewport.MaxZ =1.0; 
return 0; 



//This function is one of ivany that handle the rendering. 

// Other function? similar to this one *re ; RenderTriangle, RenderQuad, RenderTriangleStrip. . . etc. 
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//the global variables g d3ddevl , and g d3ddev2 are pointers to IDirect3DDeviceB . 

//a IDirect3DDevice8 can be thought of as the last software interface to the video card. 

//miss l cviwn&ncts are issued c^ice. 

//After a g d3ddev command is issued, it immediatly returns, so that execution can continue . 

// This allows for concurrency. The first card starts rendering, ans the second card is recieving da 

ta . 

// At some point, they are both rendering, and Intel CPU is free to continue doing other things, wh 
He video cards render to their own memory. 

void RftfiderTr-i angloFan (MYVERTEX2* pVort ic«S , long nuro vcxto) 
< 

if (g_d3ddevl != null) 
{ 

assert (state_d3ddevl==l ) ; 

> 

if <g_d3ddev2 != NULL) 

i 

assert (state d3ddev2--~l ) ; 

) 

HRESULT Error = S OK; 
HRESULT hr = 5_0K; 

MYWRT1TX2 Quad [1024] ; 

long i; 

^//////////////////////////////////////////////////////////////////////////////////// 
<g_d3ddevl != NULL J 

^ FrameCounter-M- ; 

M, g_d3ddevl->SetvertexShader (D3DFVF D3DVERTEX) ; 
#ifdef USE_SET_TEXTURE 

M y _d3ddevi->setTexture( 0, p_gi_TEXTURE lc_g!BindTexture) . pD3DTextureO ) ; 
#eadif 

Vj if (max_nun_verts<nuni_vGrts) 
max_nuin_ v e r t s =n un_ ve rts; 



5 



M» } 

U 

■JT if (bWriteTororground) 

□ { 

Fd g_d3ddevl->SetRender5tate f D3DRS_ZENART,r. trhf.j ; 

jq g_d3ddevl->SetRenderState (D3DRS_ZWRJTEENABLE, FALSE) ; 

M» else if (bWriteToEackground) 

< 

g_d3ddevl->SetRenderState (D3DRS_Z ENABLE, TROE) ; 
g_d3ddevl->SetRenderState(D3DRS ZWRITEENABLE, FALSE) ; 

) 

else 

{ 

g_d3ddcvl >eetnenderCtote (D3DKS_2ENADLE, bZBuf f erRead ) ; 

g_d3ddevl->SetRenderState (D3DRS ZWRITEENABLE , bZBuf f erWr itG ) ; 

} 

#ifdef RENDER_POLYC;ONS 

hr = g_d3ddevl ->DrawPr imit iveUP ( D3DPT_TRIANGLEFAN , num_v© rt s -2 , pvert ices , sizeof (MYVERTEX2 ) ); 
total^num_ verts += num_verts; 
total_num_tris ■*-= num_verts-2 : 
#endif //RENDER POLYGONS 
if (FAILED (hr) 5 
{ 

sprintf (pDebugText, "g_d3ddevl->DrawPrimitIveUP : FAILEDXn") ; 
OutDebugErrorMsg ( ) ; 
GetError (hr) ; 
OutDebuyELiurMsg { ) ; 

} 

} 

///////////////////////////,'/,'/,'/////////////////////'/ //////// ///////// ///////////// 
if (g_d3ddev2 != NULL) 

( 

FrameCount:er++: 

g_d3ddev2->SetvertexShader (D3DFVF 03DVERTEX) ; 
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#ifdof USE_SET_TEXTURE 

g_d3ddev2->5etTexture ( 0, p_gl_TEXT(JRE [c_glBindTexture } .pD3DTexturel) ; 

if (bWriteToForground) 

{ 

g_d3ddcv2->SetRenderState (D3DRS_ZENABLE/ TRUE J ; 

g_d3ddev2->SetRenderState (D3DR5 ZWRITEENABLE, FALSE) ; 
) ' ~~ 

else if CbWriteToBackground) 

{ 

g_d3ddev2->SetRenderState<D3DRS_ZF,NABLE,TRUE) ; 
9_d3ddev2->SetRender$tate (D3DRS ZWRITSENABLE, FALSE) ; 

) 

else 

i 

g_d3ddev2->5etRender State (D3DR5_ZENABLE, bZBufferRead ); 

g_d3ddev2->SetRender$tate (D3DRS 2WRITEENABLE, bZBuf f erWrite) ; 

} 

tifdef RENDER_FOLYGONS 

h* - g w d3ddcv2->DrawrrimitiveUr ( 03 QFTJTRI ANGLE FAN, i'iwu^vci la-Z , pVerLicQS, Sizdot (Mr VfcKTtXZ J ) ; 

total_num_verts +~ num_verts; 
y» total_num_tris += num_verts-2; 
# end i f / / RENDER POLYGONS 
W if (FAILED (hr ) ) 

Q ( 

Lj, sprintf (pDebugText, n q_d3ddev2->DrawFrimitiveUP : FAXLEDNn") ; 

I . OutDebugErrorMsg { ) ; 

^ GetError (hr) ; 

Q OutDebugErrorMsg ( ) ; 

ru , } 

N ////////////////////////////////////////////////////////////////////////////////////////////// 

5 dual CetZDia? (0) ; 



sy 



